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　This paper aims to clarify the conditions of consumers'fun from a view of
information load. Information load is a function of information volume and quality.
Consumers accept information by five sensations. When they get information
moderately, they may feel fun. It seems that moderate information load make
consumers feel fun. We consider and research if there is this type of moderate
information load that consumers feel fun from. The first, from M.J.Ellis's optimal
arousal theory, M. Csikszentmihalyi's flow theory, and Wundt curve theory, we
deduced that there is an moderate information load. The second, we measured the
level of it in the three cases. Concretely we checked and measured moderate
information volume by using volume of sound, moderate information quality by using
rhythms of drums, and moderate information accepting conditions by using different
situations listening music. In the result, we confirmed the possibilities of the













































































































































































































































































音量 観測度数 O 期待度数Ｅ (O－E) (O－E)2 (O－E)2／E
1. 音量約60dB 15 7 　8 64 9.14
2. 音量約65dB 15 7 　8 64 9.14
3. 音量約70dB 13 7 　6 36 5.14
4. 音量約75dB  3 7 －4 16 2.29
5. 音量約80dB  2 7 －5 25 3.57
6. 音量約85dB  1 7 －6 36 5.14





















































リズム 観測度数 O 期待度数 E (O－E) (O－E)2 (O－E)2／Ｅ
1．最初のリズム  6 7 -1   1  0.14
2．2番目のリズム  8 7  1   1  0.14
3．3番目のリズム 18 7 11 121 17.29
4．4番目のリズム  4 7 -3   9  1.29
5．5番目のリズム 11 7  4  16  2.29
6．6番目のリズム  2 7 -5  25  3.57




























































リズム 観測度数 O 期待度数 E (O－E) (O－E)2 (O－E)2／E
1．座った状態 39 7 32 1024 146.29
2．起立状態  4 7 -3    9   1.29
3．室内電灯の点滅  0 7 -7   49   7.00
4．ビデオ上映  2 7 -5   25   3.57
5．芳香剤の撒布  2 7 -5   25   3.57
6．自分の肩をたたく  2 7 -5   25   3.57
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